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Okay, rookie. Here's 


all the 3-D realism, 


other wannabees-uh, 


the basketball game 


PlayStation 
mmus 


your chance to go up against the big boys. Play for an entire season. Find yourself man-to-man with 
intensity and sweaty, stinky action of playing in the NBA. And, with Multi tap, you can even link-up with seven 
we mean players, too. With over 300 МВА players and real plays, МВА Shoot Out is, without a doubt, 


of your dreams (which, let's face it, is as close as you're ever gonna get to the real thing). ЕҢ 


JOHNSON 


= 


mom 


If the suspense doesn't kill you, something else will. 


Mission Briefing: Problem reported at Bio Weapons Research facility in Raccoon Hills. No communication with Science Staff in six weeks. No response 
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| 
Your team should not be misled by the neat and orderly 
appearance of this isolated mansion. A major corporation's 
been conducting ШОШ) research here. You'll soon 


discover the results of some very, very careless experiments. 


yper-realistic 3D lighting and an ominous CD 


ity sound-track and special effects, to unique action 
eclives, this intense drama unfolds, building terror 


ind suspense with every new room you wander through 


- Fight or flight? When you're under-powered and on 
_ the run, split-second decision making abilities are key. 
АБО Р enything you find: 
Me knives, pistols, shotguns, flame-throwers and more. 


This twisted 32-bit polygon-based blood-bath isn't limited to gleaming 
dining rooms and endless polished hallways. Answers are found in darkest 


corners of the estate cemetery, crumbling guest houses, and a mysterious tower. 


* from initial reconnaissance team. No backup. You are on your own. CAPCOM 


PlayStation logo and the PS logo are trademarks of Sony-Computer Entertainment Inc. Feel like you may need a litlle emotional support? Try www.capcom.com A y, 
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| NEWS: Page 12 


Sony sells 800,000 and snubs Worms. 
Game Shark cheats PlayStation games, 
Genie style, and Rex rants. 

LY CLUSIVE: Page 1b 


This month we feature Fox Interactive’s 
Die Hard Trilogy. Three big games — 
one small package. Plenty fun! 

| /ECUTE: Page 20 


Tools of the Trade features hot tips, 
hints and codes for Assault Rigs, 
Jumping Flash, Toshinden 2, Agile 
Warrior, Loaded and more! 

С / PECTING: Page 24 


All sorts of new games previewed this 
month including NBA Shootout, Tomb 
Raider, Creature Shock, The Hive, 
Williams Arcade Greates Hits and more. 


i TRENE: Page 32 
This month, we feature TWI’s amazing 
overhead 3D battle-brawl, Return Fire. 
(RATED: Page 3b 


Twelve games reviewed this month 
including VR Soccer, VR Golf, Myst, 
Resident Evil, PO’ed, The Need for 


PORT: Page ЫП 
Four games from across the sea is what 
you'll see this month in Export. 

7 САУАТЕ: ' Page be 


This month we introduce a brand new 
section where we give you the rundown 
of all our previous ratings. 
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THE STATE OF OUR UNION 

Things are pretty hectic around 
the offices of Dimension Publishing 
these days. The PlayStation is now 
in the hands of over 800,000 play- 
ers in the US and Canada and 
PSEXTREME is extending its 
reach all over the world. In addi- 
tion to all of our loyal readers in 
America, we have recently been 
contacted by new PS owners in 
Germany, Australia, Sweden, 
England and Rio de Janiero, as well 
as many US Armed Services bases, 
who have received the magazine in 
their corner(s) of the world. 

We are currently preparing our 
editorial plan for the second half of 
this year and, with all of your valu- 
able input, we will be making 
PSEXTREME bigger and better. 


: You will find more pages, more 


games, more contests and promo- 
tions and, well...more! The first 
example of this is our new month- 
ly column, “Excavate”. This feature 
will give our readers an issue by 
issue examination of all the games 
that have been reviewed within the 
pages of PSEXTREME, including 
the metallurgy, score and issue in 
which it was reviewed. We will 
update the list every month and it 
will be the basis for our end of year 
awards. 


DIMENSION PUBLISHING, INC, песет 


PRODUCTION 


In addition, we have just fin- 
ished Capcom's Official Street 
Fighter Alpha Strategy Guide and 
we are publishing Capcom's Official 
Resident Evil Strategy Guide, as 
well. We feel quite honored that 
Capcom has had the faith in us 
(being the young upstarts that we 
are) and we believe that we have 
created the best game guides that 
money can buy. 

Well, enough of our ego 
stroking. This is YOUR magazine 
and here's what you'll find in our 
pages this month. First and fore- 
most is our cover feature on TWI's 
Return Fire. This game was an 
instant classic on the 3DO and the 
PlayStation version is even better. 
Also, Capcom's Resident Evil 
arrives in the pages of Exrated, in 
all of its Gothic glory. In Exclusive, 
Fox Interactive gets the spotlight 
with its Die Hard Trilogy. The early 
reviews look promising in this multi- 
play scenario action title. For sports 
fans, we've got the best game of golf 
that you can boot-up, VR Sports’ 
and Gremlin's VR Golf 96, and my 
all-time favorite driving game, EA's 
Need for Speed - a major re-write 
of the 3DO classic...amazingly fast! 

That's my ranting and raving 
for this month. Enjoy this issue. 


D. Winding 
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in a league by itself. 
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el ing simulation of baseball! 
the-plate” camera view. You’! 
‘the action, with the largest strike: 


marks of Accolade, Ine. ©1995. Created by Mind 
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First, let us start off by saying thanks to all our 
readers for sending in so many great letters 
and email. We wish there was enough space to 
print them all but alas, there’s only one page 
this month. Rest assured that they've all been 
read and appreciated. 


Dear PSExtreme, 


You have the best looking, informative and 
classiest magazine I’ve ever seen. I finally got a 
copy of your 3rd issue, it was sold out every- 
where! As a recent subscriber I would be very 
disappointed if you listened to Eric Longin’s 
advice. He wrote that you should cut back on 
the pictures, but that is the most x-citing part of 
the magazine. I would understand if all you had 
were pictures but you guys have good reviews 
and an x-cellent rating system along with all 
those great pictures. Also, a letter from Rex 
Dickson every month would be interesting, it 
would give those of us not online a chance to 
hear what fellow PSX owners are talking about. 
The letter should include more codes. I’m 
pleased to see you added x-ecute, keep it and 
expand it! My personal feeling of x-port on the 
other hand is that it is useless. How many 
Americans will ever see these games, and if 
they are translated you could review them at 
that time. Who knows, maybe other readers are 
interested in that kind of stuff. I'd prefer more 
editorials or interviews. So, please don't listen 
to Eric, I'm sure everyone else besides him love 
all those beautifully clear, crisp pictures that no 
other mag can match. You magazines are selling 
out over here while the other PSX magazine sits 
on the shelves so obviously you’re doing a great 
job! As for PSXGUY88's idea — I'm not forking 
out $8.99 to hear Joe Blow down the streets 
opinion of games, your rating system is right 
on, adding readers’ comments would not inter- 
est me and could backfire and make it seem 
that you can’t review games if those people 
gave bad reviews. 

Keep up the good work, 

Keith G. 


Dear PSExtreme: 


I was wondering if you are going to put your 
magazine on the internet or America Online? 
It's such a good magazine that it deserves it's 
own place on the internet or AOL. Other maga- 
zines have their own spot on the internet and 
AOL and I think this magazine should be no 
exception. Having it’s own spot would definitely 
benefit your readers, and maybe get some peo- 
ple who have AOL or the internet, and don’t 
read your magazine, to start buying this great 
mag. Maybe you could have an area where 
readers could talk to each other over the inter- 
net or AOL. You could even have an area where 
readers can put in their own comments about 


certain games. It would certainly be cool if you 
guys got your own spot on AOL or the internet. 


Thank you for your time 
Andrew Cole 
via the internet 


Currently, we don’t have the manpower to 
devote to maintaining a good Web page, but if 
there’s anyone out there who’s interested in 
doing some Web work, we'd love to hear from 
youl 


Dear Tim, 


Гуе just finished reading Dimension PS*X #8, 
and I'm a little upset about your review of Zoop. 
I felt you were way too harsh on this incredible 
game. I’ve rented Zoop several times from my 
local video store, and enjoy it a great deal. Yeah, 
it isn't Tetris, but what is? The most downheart- 
ening part of the whole review was your saying 
that you would never play it again. Well, if this 
is the case, feel free to send it to this dedicated 
reader of your fine magazine. The only crying 
over Zoop I did is when I didn't get it for 
Christmas. So, if you could find it in your heart 
to make this reader happy, it would be truly 
appreciated. Games were meant to be played, 
not to sit on a shelf! 


Thanks, 
Dennis Feeback 
Frankfort, KY 
Your Zoop is on its wayl 
Dear PSExtreme: 


I have one question. How does the PlayStation 
compete with Pentium based computers? I mean 
Гуе seen games on РС. and the SPS and they 
are identical but the computer uses a lot more 
memory and in some cases 2 or 3 CD’s, and 
also the computer is running at a whopping 
100mhz. How is that relative to Sony PS tech- 
nology? Do the games developers use com- 
pressed memory? 

Тш new in the world of 32-Bit games system 
and I am wondering how the Ultra 64 will do 
next year? Was buying a Sony Playstation a 
good Idea? 


Mr. J. Drake 
Ontario, Canada 


Recently, there have been several PlayStation 
games released on the PC. Wipeout, Destruction 
Derby and Warhawk are but a few. The most 
obvious difference is the price of the systems. 
The PlayStation is a much better platform for 
these types of games because it was designed 
specifically to play games. It’s got gobs of cus- 
tom silicon under the hood, dedicated to pump- 
ing gaming power into your hands. The amount 


of data storage required is no different. A 2-3 
CD game on the PC will take 2-5 CD's оп the 
PlayStation. The upcoming Data East title, 
Creature Shock, is a good example of that. As 
far as the Ultra 64 goes, the PSX is here now. 
Who knows when the U64 will really come out, 
and how much it will really be? Only time will 
tell. 


Dear PSExtreme: 


Tm writing in regard to a compatibility issue 
between an American PlayStation (NTSC) and 
an Australian TV (PAL). 
Since I am an Aussie tourist living here for the 
past 10 months [I have been] enjoying the 
PlayStation well ahead of my fellow country- 
men. I am due to return in two months and 
have a couple of concerns; my problem is two- 
fold. Firstly will my machine work back home 
and if not, is there some kind of NTSC/PAL con- 
verter I can purchase and secondly have Sony 
or any other company developed or plan on 
developing a Japanese/American game convert- 
er and please spare the details of the paper clip 
trick. 

Yours urgently, 

Michael Hare 


Michael, 


You're in luck. There's a new Game Genie-like 
device for the PlayStation called the Game 
Shark that has an undocumented feature. If 
you hold the L1 & R1 buttons, it switches from 
NTSC/PAL and back. There's also rumored to be 
& country converter available soon from Datel, 
but as of this writing we have not been able to 
obtain one. 


Dear PSExtreme: 


I wanted to say you have a great magazine. 
What I wanted to know is: is there going to be 
an adapter for the PlayStation to view movies 
like the 3D0? 
Sincerely 
Chad Woods 
Cortland, OH 


Chad, 


Sony’s stance on the PlayStation is that it’s a 
total gaming system, not a multi-media set-top 
family edutainment box like several other sys- 
tems available; therefore, you'll see nothing but 
games available for it. 


Address all mail to: 
EXMail 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
email: dóGquake.net 
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HISTORY'S MOST FEARED MONSTERS 


AND MUTANTS ARE BOLTING FROM THE 


ARCADE IN SEARCH OF A DARK ARENA 


FOR THEIR NEXT MIDNIGHT FIGHT FOR 
SUPREMACY. VICTOR'S COMING OVER 


WITH HIS SHOCKING THUNDERSTRIKE. 


FELICIA'S TRACKING IN PLENTY OF DIRT 


FOR HER LITTERBOX KICK. BISHAMON IS 


SWINGING BY HIS RAZOR-SLASHING K : ^ 
DIVIDER. ALL THE EVIL POWERS AND 
DEVASTATING MOVES OF THE TEN 
DARKSTALKERS YOU'VE COME TO FEAR 
ARE HEADED YOUR WAY. ALONG WITH 
HIDDEN SPECIAL MOVES, MID-AIR 
BLOCKS AND SUPER FATAL BLOWS TO 
MAKE YOUR PLAYSTATION™ SMOKE. 
SO LEAVE A LIGHT ON FOR THE 
DARKSTALKERS. AND TAKE DOWN 
YOUR DAD'S BOWLING TROPHIES. 


RAPTOR'S FLYING SAW BLADE HAS 


BEEN SLICING A LITTLE WILD LATELY. 


УЙ 
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CAPCOM HINT LINE | 1:900-680-2583 
^ r TOUCH TONE PHONE REQUIRED 


$.79 PER MIN. FOR 24 HOUR RECORDED TIPS 
$.99 PER MIN. FOR LIVE GAME COUNSELOR (8:30 A.M.-5 P.M. PST M-F) 


MUST BE 18 YEARS OR OLDER, OR HAVE PARENTAL PERMISSION 


Compiled by Zach Meston 


WE WANT WORMS! 


PlayStation owners are all too aware 
of the policies at Sony Computer 
Entertainment that are keeping 
Japanese RPGs from reaching the 
United States; now those policies are 
even extending outside the role-play- 
ing realm. Ocean of America was 
recently informed by Sony that their 
action/strategy game Worms, which 
is already out in Japan and Europe, 
won't be approved for U.S. distrib- 
ution. 
Programmed by a group of British 
ads calling themselves Team 17, 
Worms is described by Ocean as “a, 
little bit Lemmings and a lotta bit 
Terminator" and that's pretty dang 
accurate. You control a platoon of 
four cute little worms as they face 
off in mortal combat against one to 
hree other platoons on a landscape 
about three screens wide and a cou- 
ple screens high. There are ten types 
of terrain, from the snow-covered 
arctic to the fiery pits of Hell, and 
each landscape is randomly gener- 
ated, with over four 

BILLION potential battlefields. 


So why the thumbs-down for U.S. 
release? Apparently, the 2D side- 
view graphics aren’t flashy enough 
for the 3D junkies at Sony. Have we 
forgotten that timeless saying, “It’s 
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the gameplay, stupid?” No, the graph- 
ics in Worms aren’t going to make 
anyone fill his or her Depends, but 
the gameplay is addictive and end- 
lessly replayable. Let’s hope that 
Sony “lowers their standards” and 
lets Ocean put out this Gold X-cal- 
iber game, or else you'll all be forced 
to buy the PC version, and no one 
wants that. (Well, m sure Ocean 
wouldn’t be terribly upset, but still.) 


THE GAME SHARK: 
IT BITES (IN A GOOD WAY) 


Owners of venerable 16-bit game 
systems might recall the Pro Action 
Replay, a handy device that plugged 
into the cartridge port of your 
Genesis or Super NES and let you 
create your own codes for infinite 
lives, unlimited energy, or whatev- 
er your cheating heart desired. Made 
in Britain by Datel Electronics, the 
PAR never caught on in the United 
States, going through several dis- 
ributors and name changes and 
never reaching the popularity of 
Galoob’s Game Genie. 

Now, Datel is ready for another crack 
at the U.S. market with the Game 
Shark, a PlayStation cheat device 
distributed by Maryland-based 
Interact Accessories, who prefer 
to call it a “video game enhancer.” 
Yeah, whatever! The Game Shark 
plugs into the parallel port on the 
back of the PlayStation and brings 
up a menu whenever you turn the 
system on, allowing you to choose 
preloaded cheats or program new 
codes into the Game Shark’s mem- 
ory. There’s room for 9,999 codes, 
more than enough to have you cheat- 
ing your brains out for years to 
come. 

Alas, the Game Shark can’t find 
codes on its own, but owners have 


four ways of getting new codes. 
Option #1 is Interact’s 1-900 num- 
ber, which costs $1.29 a minute, a 
real bargain compared to psychic 
friends or dirty talk. Option #2 is a 
subscription to the “Dangerous 
Waters” tip sheet. Option #3 is a 
membership to the “Surfing With 
the Sharks” Web site, with 24-hour 
access to codes galore. Option #4 
is scanning the hints-and-tips sec- 
tions of video game magazines, such 
as the fine publication you’re read- 
ing this very nanosecond. 


O: ON/OFF 


Х2ЕНЖЕ D:EDIT  A:DELETE 
START: START GAME 


The hot-off-the-assembly-line Game 
Shark we received for review was 
a little disappointing, with only 64 
codes for 21 PlayStation games; but, 
Interact already has a slew of new 
codes available, and an updated ver- 
sion of the Shark with more built- 
in codes. Interact is also toying with 
the idea of releasing а “Comms-Link” 
cable that connects the Game Shark 
to a PC and lets users roll their own 
codes. 

The Game Shark retails for the low, 
low price of $59.95. For more infor- 
mation, give Interact a jingle at (410) 
785-5661, or punch up their World 
Wide Web site at: 

http: / /www.interact-acc.com. 

*Word to the wise: Make sure you enter your 
codes correctly, because if you make a mis- 
take, you can damage your Game Shark! 
Interact and Datel are working on resolv- 
ing this problem in future versions. 
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Williams® 


Williams Entertainment Inc. 


Super NES* and GENESIS" versions coming this summer. 


Williams® Arcade's Greatest Hits" 61995 Williams Entertainment Inc. All Fights reserved. Defender® ©1980, 1995; Defender® Il ©1981, 1995; Joust® ©1982, 1995; Robotron ® ©1982,1995; Sinistar® ©1982, 1995; 
Bubbles® 61983, 1995 Williams Electronics Games, Inc. All rights reserved. Williams®, Defender®, Joust®, Robotron: 20846) Sinistar® and Bubbles® are registered trademarks of Williams Electronics Games Inc. Used 
under license. Licensed by Sony Computer Entertainment America for use with the PlayStation Game Console. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Nintendo and the 
Super Nintendo Entertainment System are registered trademarks of Nintendo of America Inc.© 1991 Nintendo of America Inc. Sega and Sega Genesis are trademarks of Sega Enterprises, Ltd. 
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800,000 AND 
COUNTING 


In an official press release likely to 
cause untold amounts of intestinal 
distress at a certain company with 
a certain 32-bit system named after 
a certain planet, Sony announced 
that North American sales of the 
PlayStation have jumped over the 
800,000 mark in just over four 
months; (based on units “sold-in” to 
retail) making it the fastest-selling 
video game system in history, and 
easily the most popular 32-bit game 
system in the United States. 


DATE WITH A 
VIRGIN 


On January 25th and 86th, the 
Hyatt Newporter hotel in Newport 
Beach, California, was taken over 
by a horde of video game journal- 
ists, including PSExtreme’s own Dave 
Winding, Greg Off, and Zach Meston. 
The reason for this Harmonic 
Convergence of writers? Why, the 
Virgin Interactive Editors’ Day, of 
course! When the assembled journos 
weren't hustling each other at pool 
or admiring the pierced navel of a 
particular Virgin PR. babe, they were 
being shown Virgin’s lineup of games 
for 1996. Most of the stuff on dis- 
play was for PC CD-ROM, but we got 
a peek at four PlayStation offerings: 
* Rur-It (tentative title): An awe- 
some one- or two-player game that 
looked and played sorta like Hudson 
Soft’s classic Bomberman. Virgin 
described Eur-It as a combination of 
“tag” and “capture the flag,” as play- 
ers scurry through a variety of 
mazes (viewed from an overhead 
perspective, a la Loaded) and pick 
up flags while trying not to be tagged. 
by their opponent(s). The develop- 
ers also plan a four-player simul- 
taneous mode for two linked 
PlayStations. 

• NHL Powerplay ‘96: With 3D tex- 
ture-mapped players and oodles of 


artificial intelligence, this game 
should be a solid challenger to NHL 
Face Off. 

* The Show: Virgin's first baseball 
game (the lead designer of which is 
a Sega Sports refugee) is very early, 
but a few nice touches are present, 
such as the stands that fill up with 
spectators at the start of the game 
and empty out at the end, especial- 
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ly if the game is а blowout. ІРІ have 
some tough competition in the 
form(s) of Interplay's VR Baseball, 
Sony's baseball game and future 
titles from Crystal Dynamics, 
Konami, EA Sports and Data East. 
* Spot Goes to Hollywood: An angled- 
overhead-view platform game, this 


is the third Virgin title to feature 7- 
Up’s helium-voiced mascot. The in- 
game graphics are a little “16-bitty,” 
but the full-motion video sequences 
are unreal, easily the sharpest FMV 
we've seen in a PlayStation game. 


ONLINE LiTH REX 


We asked, you answered. Based on the overwhelming 
response from you, our readers, we've gone and made 
Rex a regular! What could be next? Free games?! 


Greetings fellow PlayStation owners! Here is the report for 
winter '96: The biggest talk on the net is about Electronic Arts. 
EA Sports revolutionized sports video games in the 16 bit era. 
Along with just about everybody else, | awaited Madden '96 
and NHL ‘96 for my PlayStation knowing that it would be 
mind blowing ... WHAT HAPPENED? The rumors on the net 
were flying. Truth is folks, NFL Gameday and NHL Faceoff 
were spectacular 32 bit sporting games and EA's offerings 
probably just couldn’t measure up. Rather than letting Sony 
be crowned the new "KING" of sports gaming, they decid- 
ed to delay it until ‘97 and do it right. | can't wait to see what 
they can do with an extra year to work on Madden ‘97! | am 
concerned though. Road Rash is a cool game, but, it is no dif- 
ferent from the 3DO version! Are they trying to say the 
PlayStation isn't capable of more than the 3002 C'mon now. 
You still have a lot to prove EA. 

During the holiday season net-surfers were treated to the 
first shots of the Ultra 64. One headline read, “Be afraid 
Sony.” Be afraid of what? Virtual Mario? Please, Nintendo 
doesn't realize that we are older, more mature gamers who 
are sick of jumping on Mushrooms in Pastel color land. | 
didn't see a single screen shot that said to me, "Oh wow, my 
PlayStation couldn't do that!” In addition, the new SNES carts 
are going for around $65-$80; are you telling me that these 
huge meg carts are going to Бе in the $50-$60 range? How 
is that even possible? Don't be afraid Sony, just keep up the 
good work. 

My two picks for favorite games are a Japanese import, 
and a game that will be released in fall ‘96. New Japan 
Pro Wrestling is to wrestling games, what Virtua Fighter, Tekken 
and Toh Shin Den are to fighting games. It is truly a mind blow- 
ing experience. If you are thinking of getting into imports, this 
is а great place to start. Blood Omen: Legacy of Kain looks 
to me to be the most intense, violent, and amazing action RPG 
of all time, Itis being developed by Silicon Knights for Crystal 
Dynamics. If you have internet access go to FTP.vaxxine.com 
to find some of the most amazing screenshots you will ever 
see. | think this one is going to be a true classic. 

Enjoy the spring offerings, and happy gaming everyone.| 
would love to hear from you all, so E-mail me. 


If you'd like to communicate with Rex, you can 
email him directly at rex 798 cybernex.net 


The bitch is on Playstation.. а 
i and she doesnt feel like playing! 


WELCOME TO THE NURSERY. 
WASTE THE BROOD! 


INFESTATION TAS FOR FOF 
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RII the gut-churning 
3-0 action of the 
complete Alien Trilogy 

in one blach-death, 
white-knuckle nightmare. 
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МЕ HARD TRILOGY 


PUBLISHED АМО DEVELOPED ВУ FOX INTERACTIVE 


Our EXclusive focus this month is 
on the PlayStation translation of one 
of the most successful action film 
series of all time. Fox Interactive is 
readying “Die Hard Trilogy” for a May 
release and they are taking a unique 
approach to the title. Recently, the good 
folks at Fox made the trip to Dimension 
Publishing to give us some exclusive 
hands-on time with the game and 
here’s what we found. 

Instead of offering the player a 
first person, “Doom” style game, or 
a hard core, “Twisted Metal” arcade 
driving game, or maybe a “Virtua Cop” 
type shooter in a single play envi- 
ronment, single movie license scenario, 
Fox has decided to give us all three in 


one collection — with 36 levels in all. лет) à S 
The original movie is depicted in the E n e Coane pen bs d 
e a шере behind m through the streets of New York City. 

aracter action game, featuring Jo In this scenario, the player is free to 
McClane as he moves through twelve choose a path through mapped areas 
floors of the Nakatomi Plaza. This sce- of New York in a race against time. 
nario features a free-floating cam- үре nope to have a review copy of the 


era and a great deal of in your face game to “EXrate” it in our May issue. 
action. 


The first sequel, “Die Hard 2: Die D. Winding 


Harder”, becomes an “on rails” shoot- 
er on the PlayStation, a la Virtua Cop, 
that is presented in the PS's high-res 
mode. The player moves through a 
number of different locations found in 
the movie, shooting as he goes (no 
word on whether or not the game will 
support the PS gun). The second 
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If you think you've mastered Street Fighter's brutality, brace yourself, Straight from the #1 arcade hit, Street Fighter Alpha" combines state-of-the-art graphics with all new 


hidden attacks and multi-level super combos, Match up in head-to-head battles or lock into two-player combat with twelve of the deadliest Street Fighters of all time, Nine 


© CAPCOM CO. LTD. 1996 © CAPCOM U.S.A., INC. 1996. ALL RIGHTS RESERVED. CAPCOM, CAPCOM U.S.A., CAPCOM ENTERTAINMENT and Street Fighter 
are trademarks of CAPCOM CO. LTD. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are 


“100%...possibly 
the greatest fighting 
game of all time.” 
— Game Fan, 2/96 


“Flawless controls... 
perfect arcade -to- 
PlayStation translation." 
— GamePro, 3/96 


are your favorites from Street Fighter", Street Fighter II” and Final Fight”, Three are vicious new additions with blazing speed 


and secret moves, It adds up to a new walk on the dangerous side of the street, Now located right in your neighborhood, 4 


trademarks of Sega Enterprises, Ltd. This official seal is your assurance that this product meets the highest quality standards of Sega". Buy games SEGA 
and accessories with this seal to be sure that they are compatible with the Sega Saturn™ System. Visit CAPCOM’s web-site www.capcom.com WF 


Each month we'll pick the best code 
sent in by our loyal and intelligent 
readers and send that person а. 
brand spankin’ new copy of ASCII's 
hot new RPG for the PlayStation, 

: . But wait! That's not 
all: if you act now, we'll also 
include ASCII's super stylish 

for the PlayStation for 
your controlling pleasure, PLUS 

of the best, 

the only, monthly dedicated 
PlayStation magazine, 
of course! Wow, that's a lot of cool 
stuff for just a code, what are you 
waiting for? 


Congratulations go to this month’s 
winner, Sean 

. He got us the awesome Assault 
Rigs codes (shown below) before 
anyone else. Sean, your goodies are 
on the way. Good job! 


Enter the following codes during 
the game, DON’T pause the game or 
it won’t work. You must enter the 
code again at the beginning of each 
level. 


€,x,€,X,€,€,xX,9,x,9,X,X 


А ANY 7,59 


ESE SESS NLNSOG TS 


AUT YHP а 3 Жу, 


CONTEST RULES: Anyone of any age can enter. The only people not eli- 
gable to win are. ‘of Dimension Publishing or ASCII Entertainmer 
thier friends, family, pets and anyone they talk to or know of. Dimension 
Publishing reserves the right to make any and all decisions regarding the 
contest. One winner per month will be chosen, at Dimension Publishing's 
discretion, based on the code or trick supplied by the entrant. 


FHE-TRADE: 


First pause the game. Then press and HOLD 
the R1 button. then enter one of the following 
codes to get the desired result. 


INVINCIBILITY — x, D, V, V, ^, V, > 
Remember to keep holding R1. The game 
will unpause if the code is entered correctly. 


UNLIMITED AMMO, HEALTH, AND POWER: 
Pause the game and hold down L1 and L2 for 
at least ten seconds. While still holding the 
buttons, enter one of the following codes to 
make additional options appear on the pause 
menu. You have to enter a code slowly for it 
to work. Keep trying at different speeds until 
the code “takes.” (You can activate all three 
codes at once.) Once activated, the codes stay 
m unu you turn off the PlayStation. 
MO: №, >, O, €, Э, O. This gives you 200 

bul ts every ‘time ae use it. 
H: 2, 2, €, V, V, ^, A, O. This gives 
үші ful health. 

OWER: V, Э, ¥, >, A. This powers up your 
com 


CODES, HINTS & TIPS 


compiled by Toolie 


All the following codes must be entered while 
the game is paused. 


INVINCIBILIT H 
ОНИ ТОИ: 
MAXI ND ARMOR 

€, D, 0, D, B; 4, A, A, A, 9,0, V, X, A, AAS 


ONS 


MAX 
€, rU, D CI), А, А.Д О, VY, RBI, 
R1, R1, L1, L1, L1, L1, R2, R$, R2, R2, Le, 
L2, L2, LR 

Bl AIRSTRIKE 

€, DL CL А, А EO, хы 
X, x 

MES 


ROC EDITOR 
FOG EDITOR 


€,0,0,0,0, TA, AA 2,0, V, x, V, V, 7, 
AAA 


HEAD MA 
€,D,0,0,0, ,4,4,4, 2,0, ¥, x, 0, 0, 0, 
0,0 


P TRANSL 


SI Т; At the title screen press nt 
72%; V, X, X, €, 9, €, 3, X, A, X, A. If the 
code works, the menu box will turn red. Now 
start а game and you can scroll right and left 
through the levels. 


іы 
>=) HE'S A SOVIET SUPERSOLDIER ОМ iue . a AGAINST A RUTHLESS 
CA A SUICIDE MISSION "uy yr RJ = ROBOTIC ALIE EN 
j / E . WIT! 


The goal of “BrainDead 13” 
is to explore the castle and defeat all the 
major enemies: Moose, the Statue, Vivi, and 
the Red and Blue Witches. Once you’ve done 
this, you reveal an elevator in one of the 
hallways that takes you to the final con- 
frontation with Fritz and Dr, Nero Neurosis. 

There are nine hallways in the 
castle; each one leads to different rooms 
and/or hallways. You can choose your own 
path through the castle and take on the bad 
guys in any order. 

) “BrainDead 13” gives 
you audio feedback when you make a con- 
troller move. If you hear a high beep, 
you've made the right move at the right 
time. If you hear a low beep, you’ve made 
the wrong move, or done the right move at 
the wrong time. 

Some rooms have two differ- 
ent move sequences, depending on which 
hallway you enter them from. We've given. 
you both the normal and “alternate” move 
sequences for these rooms. Read on: 


э, f, V, Fire, V, Fire, Fire, Five, Fire; 
e): ¥, Fire, Fire, Û. 
J): Fire, Fire. 
ernate): >. €. 
Normal): €, >, Hire, Û, ©, 


iate); ©, Fire, >, Fire, ^. 


) V, €, Fire, Ете, 4, 4. 

ix 
; > top of the stairs), 
Fire, 4, 9, 2, €, >, Ai Fire, 9. 0, 1, f. 
с > 


es 
E 


Yel ) fe, e (for a shave), 
> (for a manicure), ^. ©, 1, >, 
^ (for a facial), Fire, Tire, ©; 


If уба is a perfect ^40" in Galaga ‘88 by fir- 
ing less than 44 shots, all the cars in RRR 
will turn into little SD Cars! An easy way to 
beat Galaga ‘88 is to hold R1, L1, A, Select 
and ¥. This will instantly fire a laser that 
destroys everything on the screen. 


1 0! 3: First, turn 
on n the system and beat the game on the 
default diffuculty setting. Sit through the end- 
ing and make sure you enter your initials. 
Then, start a new game and place the cursor 
on the "?" and hold the Select 
button. This will make the char- 
acters go by slowy enough that 
you can select which one you 
wish to play, even Master or 
Uranus. (Select with the x 
button) 


LION: Set the difficulty level 
to 8 and choose Master as 
your character. Beat the 
game with Master and you 
will be able to select Sho or 
Vermillion holding the 
Select button on the “?” 
in the character select 
screen. 


CODES; HINTS & TIPS 


compiled by Toolie 


Po ERES. А 
a кё v 


At the character select screen, hold the L2 
button down, put the cursor on “?” mark on 
your side of the screen, then do the indicated 
code. 


BI 
Press €i, vey n and O&A simultaneously 
for player 1 color, ог O&X for player 2 color. 


BISON 70 
Press 224 424 i. on O&A simultaneously 
for player 1 color, or O&X for player 8 color. 


\KUMA PLAYER ONE: 
Press €€€ | YY and O&A simultaneously 
for player 1 color, or O&X for player 2 color. 


J TWO: 
Press 222 | YY and O&A simultaneously 
for player 1 color, or O&X for player 2 color. 


DAN R 
pe A,0,x,0,A for os 1 color. Push 
A,O,%,0,A for player 2 color. 


(EITHER PLAY 


You must defeat the game on difficulty level 
five or higher (you can continue and change 
characters). If you do this, you will see the 
Team Battle option in the select screen. 
Don’t forget to save this data to memory 
card. 


Send all code submissions to: 
EXecute 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


ГАЕС 


| ESPN Extreme Games | November 1995 9496 NBA In The Zone 


The PS Extreme historical ranking chart 


Excavate is the section where we dig up the last six months or so of our old ratings and present them on one easy-to-read page 
along with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a refer- 


ence for those older games that you might have missed (or wish you had). 
December 1995 


GOLD GAMES ISSUE ЖИИ Loaded 
NFL Gameday December 1995 | 98% Zero Divide Feb/March 1996 
November 1995 


Agile Warrior F111-X November 1995 | 96% 


87% 


Wipeout 


Warhawk December 1995 | 96% WWE Wrestlemania 86% 
NHL Faceoff January 1996 96% Viewpoint 
King's Field Feb/March 1996 | 95% — primal Rage 
Street Fighter Alpha Feb/March 1996 | 95% NBA Jam: TE 


84% 


Ғер/Магсһ 1996 
December 1995 


PGA Tour 96 November 1995 | 9496 


Off World Interceptor 


Jumping md November 1995 | 94% Jupiter Strike January 1996 
L Rigs ==“ 5 = - 2 BRONZE GAMES ISSUE RATING 
FIFA 96 947 

алчу : Cyberspeed January 1996 


Descent Feb/March 1996 | 93.5% 
Destruction Derby November 1995 | 93% 
Twisted Metal December 1995 | 93% 
Tekken December 1995 | 93% 
Doom January 1996 93% 


Criticom 


Total Eclipse Turbo 
Mortal Kombat 3 
Krazy Ivan 


74% 


Thunderstrike 2 Feb/March 1996 | 93% Theme Park January 1996 
Road Rash Feb/March 1996 | 93%  Philosoma December 1995 


Ridge Racer November 1995 | 92% 2900р January 1996 
Defcon 5 January 1996 | 91% Cyberia Feb/March 1996 


Dark Stalkers Feb/March 1996 | 91% TIN GAMES m ISSUE RATING 
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= 
TR 
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Gex January 1996 90% Space Griffon VF-9 December 1995 
7 SILVER'GAMES) = ISSU] TOMO Power Serve Tennis November 1995 


Cybersled 


Battle Arena Toshinden | November 1995 89% December 1995 
Air Combat November 1995 89% — Novastorm 


November 1995 
UHAT DO ALL THOSE NUMBERS MEAN? 


90-99% 80-89% 70-79% || 0-69% 
“Must buy" games, only the best I. Great games, but lacking in some Mediocre titles that suffer from. C Тіп games аге to be avoided at 
of the best get gold. We stand area. Usually for fans of that style some serious flaws. Rent them all costs. Only die-hard gamers 
behind these games. of game. before considering a purchase. would buy these. 


SONY » AVAILABLE APRIL 


Attention hoop fans — Sony is getting 
ready to release *NBA Shootout", for the 
PlayStation, near the beginning of April. 
This breakthrough basketball title fea- 
tures an advanced 3D engine, presented 
in the PlayStation’s high-resolution mode, 
with outstanding polygon player ani- 
mation. In addition, the game features a 
number of different camera angles, acces- 
sible on the fly during gameplay, an 
instant replay feature, full season play 
with statistical tracking, an NBA license 
with all 29 teams, an assortment of 
dunks, three difficulty levels, player trades 
and supports eight player games through 
the use of two multi-taps. Sony has also 
upped the realism ante by using the 
Golden State Warriors’ Latrell Sprewell, 
as the subject for their motion-capture 
sessions. Our initial impressions are that 
the engine is drop-dead gorgeous and that 
all the elements are in place to make a 
great game of hoop. Although we really 
can’t comment on gameplay at this point 
in time, we will be making a trek down 
to see Sony’s, San Diego, California based, 
sports development team, in the next few 
weeks, to check out the status of the 
game. We will give you the full scoop when 
we review the game in our May issue. 


TOSHINDEN 2 


LAYMATES • AVAILABLE MAY 
Жр Arena Toshinden 2” is already out 
іп Japan and is selling like hotcakes. Over 
here, in America, we will have to wait for 
this fighter just a little while longer, as the 
Official U.S. PlayStation release will be some- 
time this May and will be published by 
Playmates Interactive Entertainment — not 
SCEA as we incorrectly reported last issue. 
Toshinden 2 has all of the amazing qualities 
of the first, plus a host of new features, which 
include: five new characters (including 
Vermillion, a hidden last boss, who’s possi- 
bly the nastiest, most heinous boss ever cre- 
ated - see this month’s Execute section for 
details), Шыр &raphical improvements, 


б Ган 


TA Qa 


such as light sourced shadows and scaling 
effects, and added dash attacks and taunts. 
Currently, the game is undergoing some 
minor tweaking and adjustments by the fine 
folks over at Playmates, but you can rest 
assured, when the game hits retail shelves 
over here, all of the aspects that have made 


CHAMPION 
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it such a success in Japan will have been left 
intact and untouched. Keep your eyes post- 
ed, as we will have a complete, comprehen- 
sive review of this remarkable sequel in the 
next few issues of PSExtreme. 


JOIN IN 
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DATA EAST». AVAILABLE MARCH 


Originally a ground-breaking PC title, 
Creature Shock has been converted 
and graphically upgraded for the Sony 
PlayStation, and is now titled “Creature 
Shock: Special Edition”. CSSE features 
the same 3D rendered, computer ani- 
mation that made PC players ooh and 
aah, as well as brand new, 3D flying 
sequences that are geared to utilize 
the polygon pushing performance of 
the PlayStation. The game takes place 
in the year 2123. The overpopulation 
of Earth has forced mankind to seek 
out other planets for colonization. The 
Amazon, a Tribal class survey ship 
assigned the task of exploring the 
moons of Jupiter and Saturn, has dis- 
appeared halfway through its mission. 
A distress beacon from the ship is 
received, providing a clue to its fate. 
It’s believed that the Amazon was 
attacked by an alien entity — and it’s 
your mission to explore what’s left 
of the wreckage floating in space and 
solve the mystery ... spooky. Most of 
the game is seen through the player’s 
perspective, in a pseudo-3D explor- 
ing mode, with cut-scenes spliced 
through intermittently. CSSE should 
be in stores by the end of March and 
we should, hopefully; have a follow-up 
review in the next issue. 


TOMB RAIDER 


US GOLD » AVAILABLE OCTOBER 


The screen-shots you see layed out on this 
page are from a very early version of a game 
that, we feel, even at this early state, is going 
to be a major hit. The title of the game is 
“Tomb Raider”, developed by the extremely 
talented European programmers at Core and 
published by U.S. Gold. What makes Tomb 
Raider so special, is the combination of some 
of the coolest elements we've ever seen in à 
game, that will surely have every other com- 
pany wondering, “why didn't we think of 
that?" In Tomb Raider, you take the role of 
Lara Croft, a beautiful but tough woman who 
lives for the thrill of adventure. Like the title 
suggests, she travels to the furthest reach- 


TRI 


es of the world, *acquiring" treasures from 
long lost civilizations, a la Indiana Jones. Now 
take this great storyline and unique charac- 
ter and implement an amazing 3D engine that 
has to be seen to believed and then throw 
in some too-darn-cool play mechanics and 
voila, sure-fire success! Although this game 
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is currently just 20% complete and isn’t sched- 
uled to be released until sometime around 
October, we couldn’t help but share an early 
look with our readers. We'll keep you updat- 
ed as this dame moves further along. 
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TOP 12000 
SCORE 8540 


TIME 
зо 


60096 


HIGH SCORE 
озо 


AP 7TS^766 
SPEED 185km 
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MD MUSEU 


Retro-gaming continues its rise in pop- 
ularity and there are more than a few 
companies that are taking the initiative 
and compiling some of their old-time 
classics for release on the new 32bit 
consoles. Namco is just one of those com- 
panies, with their first release of a 
planned series titled: “Namco Musuem”. 
This first volume combines seven of 
Namoo's original coin-op titles, dating 
back to the early eighties, on one CD. 
These long lost treasures include: Pac- 
Man, Pole Position, Galaga, Rally-X, New 
Rally-X, Bosconian, and Toypop and they 
still hold much of their original fun and 
addictive qualities that paved the way 
for today’s burgeoning gaming empire. 
What’s really interesting about this com- 
pilation, is that all of the games are emu- 
lated. The means that they are the actual 
original coin-op games — not repro- 
grammed for the PlayStation — com- 
plete with setup modes and dipswitches. 
And, they are also presented in a first- 
person, three dimensional, virtual muse- 
um, where you can walk around and 
learn about each title’s historical back- 
ground, as well as look at all of the col- 
lectible items that were created as a 
result. Volume #1 of Namco Museum is 
scheduled to debut this May. 


HIGH SCORE 
20000 
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WILLIAMS ARCADE GREATEST HITS 


е AVAILABLE MARCH 
А to be left out of the retro-revival, 
Williams is busy porting their six all-time 
greatest arcade hits of the 80's to the 
PlayStation. Like Namco’s Museum, these 
aren't reprogrammed imitations of the 
originals, they are the originals. The big 
brains behind the scenes have written a 
6508 emulator (the 6508 was the origi- 
nal CPU used for the arcade games) for 
the PlayStation and use the actual code 
from the original games. This means that 
everything that was available to the arcade 
operator is now available to you. You can 
access all the machine statistics, attract 
modes and even the difficultly levels. 


a 37808044 


TThis classic collection first made an appear- 
ance about a year ago on the Macintosh, 
under the name "Digital Arcade", and 
later made its way to the PC platform. 
The six games in the package are: 
Defender, Defender 8 (Stargate), Joust, 
Robotron, Bubbles and Sinistar. We, here 


3500 = 


( ) EXPECTING • Page 29 


at PSExtreme, have played them all, on 
the PC, and can attest to the fact that they 
bring back 100% genuine memories of 
playing for hours down at the Belmont 
Bowl. 


UVE 
TRIMARK » AVAILABLE MARCH 

“The Hive”, published by Trimark 
Interactive and developed by Rainbow 
America, is an interactive action/shoot- 
er originally released for Windows 
95 back in December of last year. If 
you've played, or are familiar with, the 
likes of LucasArt's Rebel Assault or 
Interplay's Cyberia, then you will be 
right at home with The Hive, as they 
all share similar gameplay elements. 
As the protagonist, you've been given 
the, not so easy, task to save the galaxy 
from mutant bees called *Hivaseots", 
whose honey will imminently provide 
a potent biological weapon for an evil 
corporation, looking to control the uni- 
verse. This story is played out through 
a series of scenes streamed together 
with sharp CG cinemas. The gameplay, 
for the most part, is strictly arcade 
shooting, with light puzzle-solving sprin- 
kled in throughout, for good measure. 
One of the features that makes The 
Hive different and unique is, it is the 
first game to incorporate sophisticat- 
ed action sequences along with never- 
before-seen “Panoractive” gameplay, 
which basically allows the players to 
rotate the play-field 360-degrees from 
a fixed position. The Hive is a two- 
CD game and is expected to hit retail 


sometime in March. 
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save almost 


40% (27 3 


to be ехасі), 
mere 
chump 
change 
off of the newsstand 
price of PSExtreme. All 


of the latest news, 


To order, send a check or money 
order made payable to: 


Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
Specify SFA or Resident Evil 
Allow 6-8 weeks for delivery. 

ada and Mexico add $1.50. 
reviews and previews 
on the games 


brought to you by the 


CAPCOM'S 
people that have ONLY OF FICIAL 
played them all. STRA TEGY Бурын 


GUIDES тп G 
STREET FIGHY ER p. 

hieng AND |= A99 
RESIDENT zw BEER Gs 


Actual с 
Over may vary. Available April 1st, 


STREET FIGHTER ALPHA and RESIDENT EVIL are registered trademarks of CAPCOM CO., LTD. ALL RIGHTS RESERVED 


RETURN FIRE 


LISHED BY ТІЛЕ WARNER DEVELOPED ВУ SILENT SOFTWARE 


3 There are precious few games that 
] challenge both your physical and men- 
tal reflexes. There are even fewer that 
remain fun to play while doing both. 
'This month, I have had the distinct plea- 
sure of revisiting one of my favorite 
ФО games, and one of the most addic- 
tive games of all time, Return Fire — 
new for the PlayStation from Time 
Warner Interactive and Silent Software. 
For the uninitiated, Return Fire is 

& Strategic, arcade, military shooter and 
capture the flag game (let's see some- 
one get THAT on an award trophy) that, 
rs defying аду 9035020 Шав ai ШЕ to use the helicopters, ATV's and tanks 
yle of play, is instantly exciting, addic- б 2 
tive and challenging. There аге eigh- 9 destroy the enemy’s gun turrets, heli- 
teen levels, each with multiple copters and the building that houses 
campaigns, giving the player close to the enemy’s flag, then send in you jeep 
100 combat areas in the one player to snatch the flag and return to home 
game. You begin each campaign with base ... in the quickest time possible. 
an arsenal that includes 3 tanks, 3 heli- Each of the vehicles has its strengths 
copters, 3 ATV’s and 8 jeeps. The and weaknesses (my personal favorite 


essence of each of the campaigns is 


being the tank, which is à great multi- 
purpose vehicle — equally effective 
at clearing turrets and helicopters) and, 
to а certain extent, the terrain and lay- 
out of a camping will help determine 
your strategy regarding which craft to 
deploy first. 

If, to you action freaks out there, 
this review sounds like I am using 
the word “strategy” a lot, hold on! P d 
Like most truly great arcade 
games, Return Fire - 
makes you use [ 
your brain with- 


out you knowing it. It is very easy to 
&et going ... choose a craft from your 
bunker and send it out into action. The 
first few levels are easy and let you get 
your feet wet before the true onslaught 
begins. Levels 5 and 6 are where things 
start to heat up and get a little nasty 
and from then on, it’s total carnage! (A 
word to the wise ...each enemy encamp- 
ment contains supply depots for fuel 
and ammo; don’t destroy them. Instead, 
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wait outside 
the depot, a bell will 
ring, and your goods will be replen- 
ished.) Also, you will want to make sure 
you take a quick look at the map, before 
embarking on a campaign. The more 
difficult battles have multiple flag tow- 
ers and you will want to plot out the 


ШІ 


Shortest route possible to investigate 
them ... in the hope of conserving your 
vehicles. 

Graphically, there is nothing that 
you see on these two pages that has the 
“oh, wow!” factor of something like 
Destruction Derby ог some of the other 
high-tech PS games. But, the graphics 
work very well within the context of 
the game. Additionally, I can’t review 
this game without mentioning the music. 
Return Fire’s classical soundtrack is 
the musical score to war in the 20th 
century, including Wagner’s “The Ride 
of the Valkyries”, the “Hallelujah 
Chorus” from Handel’s “Messiah”, 
Rossini’s finale from the “William Tell 
Overture” and more. The score is bril- 
liantly conceived and executed ... and 
perfect for the game’s play environ- 
ment. 

One final thing that I must mention, 
before leaving you to run out and buy 
this game, is Return Fire’s 2 player 
mode. This is what brings the whole 
project together, to the point where it’s 
like you received two games for the 
price of one. In the one player game, 


you are competing against both the com- 
puter and the clock, ultimately trying 
to defeat the enemy in the least time 
possible. But, in the two player, split- 
screen game, it is all out war, as you 
and a “friend” try to wax each other 
and plot your course for capturing the 
other guy’s flag. I can’t begin to tell you 
how much fun this is. You will laugh, 
get pissed, throw the controller and 
either cry out in victory or grumble and 

grouse in 


27; defeat. When 
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a game can bring out this level of 
human emotion, the programmers and 
designers have achieved the highest 
level of design quality. Buy the game, 
find a friend and get ready to have the 
time of your electronic life. 


D. Winding 


You will laugh, get pissed, throw the con- 
troller and either cry out in victory or grum- 
ble and grouse in defeat. When a game can 
bring out this level of human emotion, the 


programmers and 


designers have achieved 


the highest level of design quality. Buy the 
game, find a friend and get ready to have 
the time of your electronic life. 


I have made it а life's passion and pur- 
suit to play as much golf as I possibly can. 
In fact, I'd have to say that one of the main 
reasons I started my own company is so 
that I wouldn't have to rationalize the need 
to play to anybody ... with the possible 
exception of my lovely wife. (Did I write 
that right, sweety?) EA Sports has always 
understood my passion, but it seemed like 
they were the only ones ... until now! 
Interplay is christening their new VR 
Sports lineup with, possibly, the most fun 
to play golf game ever created: VR Golf 
96. The offspring of Gremlin, one of 
Europe's most talented and prolific devel- 
opment houses, VR Golf takes great game- 
play and busts through the 2D barrier to 
create a real-time, high-res, 3D world of 
golf that is absolutely brilliant, in design 
and execution. You can do fly-by’s, you can 
walk the course in real-time, turn around, 
take a look at that particularly nasty trap 
protecting the green and view your shot 
from a virtually unlimited number of van- 
tage points. The courses (there are two fic- 
tional courses in the game: River Valley 
Country Club and the Royal Glen Golf Club) 
are extremely detailed and the artists have 


WE 


done a fantastic job of depicting changes 
in elevation and green undulation. 

All of the usual gameplay options are 
featured in VR Golf, with tournament, 
Stroke, practice and skins play, statisti- 
cal tracking, club selection, amateur and 
professional status, selectable wind and 
course conditions and more. Although the 
game lacks a PGA license (HA Sports has 
the exclusive on that one), and it does suf- 
fer somewhat in losing a degree of real- 
ism, it more than makes up for this 
omission in the quality of the gameplay 
experience. The stroke mechanism and tar- 
get arc system are certainly, shall we say, 
“inspired” by the PGA 96 way of doing 
things, and are every bit as solid, play- 
wise, as those found in EA's title, but 
Gremlin’s implementation of the system 
results in faster, more fluid gameplay. The 
only real objection I have to the game is 
in the putting mechanism. While it is easy 
enough to read greens without the aid of 
the now cliché grid system, it is too easy 
to sink the long ones ... simply by get- 
ting the targeting arrow to turn white, then 
hitting your marks on the power meter. 
The PGA 96 system is more challenging. 

Ihave spent the past couple of weeks 
comparing the two games side-by-side and, 
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as much as I love PGA 96, I think that VR 
Golf will find a wider audience ... I cer- 
tainly can't put the game down! What PGA 
has going for it with the depth of its sim- 
ulation, VR Golf makes up for in its 5D 
environment, 
quick game- 


VR Golf 96 is at once simple and easy to play, without being 
simplistic or unrealistic and it gives the game a new, high- 
res face lift that is guaranteed to please arcade and sim- 
ulation fans alike. Is it better than PGA 96? While the 
answer to that question is certainly subjective, Ihave to 
answer it based on which one I am, at this point in time, 
more likely to pull off of my shelf! No question, VR Golf 
96 is the new benchmark in PlayStation golf simulations, 


play Cyou can get in 18 holes in about 
20 minutes) and its direct approach to the 
game ... one that many arcade gamers will 
find to their liking. VR Golf 96 is at once 
simple and easy to play, without being sim- 
plistic or unrealistic and it gives the game 
a new, high-res face lift that is guaranteed 
to please arcade and simulation fans alike. 
Is it better than PGA 96? While the answer 
to that question is certainly subjective, I 
have to answer it based on which one I 
am, at this point in time, more likely to 
pull off of my shelf! No question, VR Golf 
96 is the new benchmark in PlayStation 
golf simulations. 


D. Winding 


One of the two most misused and over- 
applied words can be found in the title 
of this fine release from Interplay: vir- 
tual. The other word? That would be 
‘cyber’, and I wouldn't be surprised to one 
day find a copy of “Cyber Soccer” on my 
desk. Fortunately for all of us gamers, 
Interplay’s’ ‘VR’ series of sports titles 
looks to be off on the right foot in terms 
of its ‘virtual’ perspective and general pre- 
sentation. 

VR Soccer gives the soccer enthusiast 
all of the customary options and play choic- 
es we’ve all come to expect in a sports 
title: practice or league play, arcade or 
simulation style and about a billion dif- 
ferent countries (or teams) to choose from. 
T'Il admit to one thing right now — I have 
no idea where a third of these countries 
are, somebody bring me a map! Anyway, 
all that should be included, is; and as a 
bonus, Gremlin has included a wonder- 
fully witty and sometimes sarcastic play- 
by-play announcer. If any of you have read 
any one of my dozen or so soccer title 
reviews over the years, then you'll rec- 
ognize this name — Toby Charles. He's 
the guy that announces those *Soccer 
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Made in Germany" matches (found on 
channel Z on your local cable) and the one 
ingredient that used to be missing from 
the better soccer games. EA. added voice 
play-by-play to FIFA “96 and did a com- 
mendable job, but most of the voice is used 
for ‘name calling’ only — i.e.. “GUTIER- 
REZ got a head on it”, or “SAVAGE push- 
es the ball down field”. Gremlin, on the 
other hand, focuses their announcing on 
the FEEL of the results, not merely on the 
end result itself. For example, miss a shot 
on goal wide to the left and you'll hear: 
“That’s an awful shot; he did well to get 
anywhere near it!” If your pass gets stolen 
you may hear: “He was already on the 
next page, he read that so early!” Now 
that’s some good play-by-play. 

As the Playstation is only about a year 
or so old already, it may surprise you to 
note that VR Soccer is already the THIRD 
soccer title to be released, with Konami's 
“Goal Storm”, the other. Shoot, it was at 
least three or four years before the 
onslaught of soccer games hit the Genesis. 
And, ya know, even with all the compe- 
tition, HA’s FIFA series remained unques- 
tionably the finest, and so it shall remain 
for the next generation. VR Soccer is hin- 
dered by poor play mechanics and cam- 
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era angles that don't contribute to a sense 
of the field. The player control is most dis- 
turbing, as it is too difficult to aim accu- 
rately in the heat of charging towards the 
goal. You find yourself pausing for a brief 
Second to 
make sure 


Although the audio and visual impacts cre- 

ate more realism in VR Soccer than that of 
the competition, the lack of player control 
and a proper playing perspective leave this 
title playing for the consolation prize. As 
Zack noted last issue, FIFA ‘96 is still the 
king of the soccer titles. But don't despair, 
Interplay, it’s still way early in the season! 
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your character is lined up — it is not intu- 
itive or fluid by any means. Also, out of 
the six different camera angles from which 
to choose, I couldn’t find one that might 
help alleviate some of my control con- 
cerns. 

Although the audio and visual impacts 
create more realism in VR Soccer than 
that of the competition, the lack of play- 
er control and a proper playing perspec- 
tive leave this title playing for the 
consolation prize. As Zack noted last issue, 
FIFA ‘96 is still the king of the soccer 
titles. But don’t despair, Interplay, it’s still 
way early in the season! 


E. Winding 


Myst is an interactive graphical adventure, 
set in a world that is strangely mixed with both 
archaic and technologically advanced environ- 
ments. Finding an antique organ installed as the 
controls of a spaceship is a typical example of 
the sort of thing you'll encounter in the game. 
All the graphics in Myst are computer gener- 
ated rendered graphics, but they are so well done 
you could easily believe you are peeking through 
a window into another dimension, instead of a 
television screen. 

Your adventure starts at a dock in front of 
a partially sunken ship. After wandering around 
for a few minutes, figuring out how the game 
works, you'll eventually find your way into a 
library wherein, among other things, you'll find 
two books, one red and one blue. Next to the 
books are pages which, if you place them in the 
books, activate a sort of portal with a bad anten- 
nae: there's lots of static. If you look closely, you 
can barely make out that someone is peeking 
out at you trying desperately to make you hear 
his words ... He apparently wants you to bring 
him more pages and not to bring any to his evil 
brother who has imprisoned him in the book. If 
you open the other book, you'll find the other 
brother, who tells you a very similar story. Well, 
if they’re both imprisoned in books, than one of 


them has to be lying and it’s up to you to figure 
out to whom you should bring pages. 

Finding more pages for the two brothers is 
the main objective of the game, but getting to 
hem is going to require no small amount of 
brain power on your part. Intricate puzzles are 
closely wed to the environment around you and 
you must complete many complex tasks in order 
to find the missing pages. The keys to solving 
he puzzles are the switches in front of the main 
locations. Turning these switches on, causes them 
0 show up on the map in the library. Using 
the map, you can rotate the tower located above 
you to face the location where you need clues. 
Once the tower is rotated, you can open the secret 
passage leading to an elevator to the tower. Once 
here, you will find two ladders, one of which 
leads to an observatory where you can see to 
which location the tower is currently pointed. 
he other leads to a plaque with a clue relat- 
ing to the current location engraved upon its 
ace. It’s not too hard to figure out what the clue 
means, if you’ve already visited the place in 
question. Once you’ve managed to apply the 
clues, you'll find a book that will transport you 
to a new world. The new worlds all contain pro- 
gressively harder puzzles which you must solve 
in order to retrieve another page. In most cases 
you will have to decide which page to bring back. 
While the graphics in Myst are stunning, 


the method of locomotion through the virtual 
world is rather crude. You control a little finger 
which points in different directions depending 
on what part of the screen it's occupying. When 
you click on the screen, the next scene is loaded 

about a second 

later. There is 
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some animation sprinkled throughout, which is 
beautifully done, but the static graphics, alone, 
are still enough to get you into the game. 
Myst seems to be a game that appeals to 
more types of people than just gamers. There 
are no difficult play mechanics to master and 
the worlds are so well designed that you can 
easily forget where you really are. Having sold 
over a million copies when it was available only 
for the Mac and PC formats and having been 
subsequently translated onto every other CD 
platform, including the Sega CD, Sega Saturn, 
3р0 and Jaguar CD also tends to support this 
hypothesis. Unfortunately, nothing in the 
PlayStation version has been enhanced to take 
advantage of the PS’s strengths. 
T. Lindquist 


Myst seems to be a game that appeals to more types of people than just 
gamers, There are no difficult play mechanics to master and the worlds 


are so well designed that you can 


easily forget where you really are, Having 


sold over a million copies when it was available only for the Mac and 
PC formats and having been subsequently translated onto every other CD 
platform, including the Sega CD, Sega Saturn, 800 and Jaguar CD also 
tends to support this hypothesis, Unfortunately, nothing in the PlayStation 
version has been enhanced to take advantage of the PS's strengths, 


Shoot-'em-up fans speak in quiet, 
reverent tones when they talk about 
R-Type; so imagine my surprise to learn 
that In The Hunt was based on an aging 
coin-op by Irem, the very same folks 
that produced that earlier classic. And 
after playing it à few times, I feel safe 
in declaring that In The Hunt definitely 
has the R-Type feel, if not the look. 

In The Hunt is à six-level side- 
scroller that puts you at the helm of 
a submarine armed with two weapons: 
a launch hatch that fires weapons ver- 
tically and a launch tube that fires hor- 
izontally. You pilot the sub through а. 
gauntlet of enemies controlled by the 
evil Dark Anarchy Society (as opposed 
to light anarchy?): submarines, mine- 
fields, helicopters, and those cliched- 
but-necessary end-of-level bosses. Your 
Sub starts out with wimpy weapons, 
but by collecting power-ups, you can 
upgrade each weapon up to three times 
for maximum destructive potential. 

What made R-Type different from 
other shooters, and what makes In The 
Hunt different, is that the gameplay 
isn’t just mindless shooting; there's 
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a healthy amount of strategy required 
to survive. The split-level gameplay of 
In The Hunt adds even more strategy, 
Since you need to learn when to sur- 
face and shoot airborne enemies and 
when to dive deep. 

In The Hunt's only real problem, 
like almost every dang shooter ever 
released, is its length. Between the 
overly generous number of contin- 
ues and the relatively short six levels, 
Iwas able to make it to the final boss 
at the normal difficulty level on my 
FIRST try. Yeah, I know, I should've 
tried a harder level, or simply not used 
the continues, but I easily succumb to 
temptation. (Especially when I've just 
reached the end of a level and really, 
REALLY wanna see the next one.) 

In The Hunt's graphics aren't going 
to make your PS spontaneously com- 
bust; I'd call the visuals about NEO*GEO 
quality—which I swear isn’t an insult— 
except with absolutely no slowdown 
or flicker (two things I definitely don't 
miss about the 16-bit era). The ani- 
mation is nice, and the explosions def- 
initely have visual impact, as various 
enemies and obstacles collapse, crum- 
ble, or simply go boom. For tunage, you 
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effects are loud, proud, and laden with 
bass; Tm always happy when a game 
makes my subwoofer rattle the win- 
dows. 

The verdict: In The Hunt is а fun 
little shooter with a fair degree of chal- 
lenge, IF you can resist the temptation 
to burn all your continues and fly 
through the game with your cheesily 
acquired dozens of lives. Electronic 
Arts’ “Viewpoint” has better graphics 
and music and a higher difficulty level, 


chip-generated music or the newly 
composed CD-quality music. (The chip 


songs aren't bad at ай and usually suit but In The Hunt has a two-player simul- 
the on-screen action better than the taneous mode and "deeper" (I made a 
CD tunes.) funny!) gameplay. Check it out! 

The sound 


Z. Meston 


‘The verdict: In The Huntis a fun little shooter witha fair 

degree of challenge, IF you can resist the temptation to 
burn all your continues and fly through the game with 
your cheesily acquired dozens of lives, Electronic Arts’ 
“Viewpoint” has better graphics and music and a high- 
er difficulty level, but In The Hunt has a two-player simul- 
taneous mode and “deeper” (I made a funny!) gameplay. 
Check it out! 
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As a battle scarred veteran of just 
about every video game system to hit 
the market, and a PC gamer from way 
back, I feel as though I’m more than 
qualified to say that the lure of con- 
sole based systems is the ease of oper- 
ation for which they are so famous. 
No such luck with the PC; although 
if Windows 95 ever lives up to its 
billing, they may come close. As far as 
Sony’s PlayStation is concerned, the 
power and ease of operation are two 
of its more dominant qualities. The 
main problem with the Playstation 
is the lack of (albeit temporary) titles 
currently available. Well, it seems as 
though, in a effort to put some prod- 
uct on the shelf quickly, Vic Tokai is 
set to release “Alien Virus” for the 
PlayStation. 

Alien Virus is a point and click 
space adventure. The gamer is asked 
to solve puzzles by using his joystick 
to move his cursor around the screen 
in order to uncover a variety of “hot 
spots”. The story line here is really 
immaterial, since games of this nature, 
while fine for the PC, have no place on 
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a system like the PlayStation. Once 
you begin your “adventure” you are 
immediately put on ice while you try 
to figure out how to get out of the 
hangar in the first screen and get on 
with your mission. I'm no beginner to 
video games, yet this thing had me so 
frustrated after about ten minutes, I 
was going to send it back with a let- 
ter bomb attached. It’s not that the 
idea behind Alien Virus is, dare I say, 
So alien, it's just that, in my opinion, 
this is not the type of adventure for 
the typical Playstation owner. After 
all, the attraction of a system like the 
Playstation is the enhanced speed and 
graphic and sound capabilities. Alien 
Virus doesn’t take advantage of any 
of the system’s abilities. What a waste! 

It should come as no surprise that 
Alien Virus is just not fun. Let’s face 
it, if it’s not fun, what’s the point of 
shelling out sixty samolians? The last 
thing I want to do is fire up my 
PlayStation and get ready for some 
gut wrenching, heart pounding, teeth 
gritting action, and get introduced to 
Sominex on CD-ROM. The one thing 
that concerns me most about this game 
is that there are people out there who 


will actually buy it (come on, you know 
who you are). The lack of abundant 
titles is а small problem; however, that 
doesn't mean I'm going to shell out 
this kind of money for this kind 

of boredom. 

The worst 
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thing is, that when you game starved 
addicts out there buy this stuff, devel- 
opers will continue to produce them. 
Please, for the children's sake, don't 
make these purchases! 

Well, as I wind down my rage, lets 
See if we've learned anything. Alien 
Virus is pure and simple fluff. This 
point and click *space adventure" does- 
n't belong on the Playstation, nor on 
any other console based system. The 
only positive thing I can say about the 
game, is that it didn’t take long to fig- 
ure out it was a total waste of my time, 
therefore I didn’t waste a lot of my 
time playing it. That’s time I could have 
used to clean my bathroom. 
Unfortunately, when a new system like 
the PlayStation first hits the market, 
great software titles are rather lim- 
ited; therefore, we have to wade 
through a bunch of crud until the 
developers can catch up. I guess it’s 
just part of growing up. Here’s to a 
short childhood! 


M. Winding 


Well, as I wind down my rage, lets see if we've 
learned anything. Alien Virus is pure and simple 
fluff. This point and click “space adventure” does- 
n’t belong on the Playstation, nor on any other 
console based system. The only positive thing I 
can say about the game, is that it didn’t take long 
tofigure out it was a total waste of my time, there- 
fore I didn’t waste a lot of my time playing it. 
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I remember when Capcom sent me the ear- 
liest beta version of Resident Evil a few months 
back, wrapped in a glob of stringy black plastic 
and faux spiders. “If they’re spending this much 
money on promotional hype,” I thought to myself 
(ike the sarcastic weasel that I am) “this game 
must be a real winner” Three hours and no eye- 
links later, I was absolutely hooked. There was 
recious little to DO in that first version — just 
alk around and blow away zombies, really — 
ut the framework for an incredible game was 
ready in place. All Capcom needed to do was 
ill in the blanks, and that they have, creating 
the best action-adventure I’ve ever played on a 
console. 

Resident Evil’s storyline is revealed dur- 
ing the violent-yet-cool black-and-white intro 
sequence, which will be toned down in the U.S. 
— the Japanese intro is fuller than a Triple-Decker 
Pizza with blood and guts. It’s July 1998, and 
the Special Tactics and Rescue Squad —S.T.A.R.S. 
for you acronym-lovin’ readers — has been called 
into the American Midwest town of, uh, Raccoon 
City. (Tm guessing something was lost in the 
translation from Japanese.) The mission: inves- 
tigate a series of murders where the victims were 
munched upon a la Hannibal Lecter. When the 
S.T.A.R.S. Bravo Team disappears, the five-mem- 
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ber Alpha Team tracks down their crashed chop- 
per — along with a few body parts and a notice- 
ably pissed-off monster. The Alpha Team runs 
for the safety of a nearby mansion, which turns 
out to be the murderers’ residence. (D’ohh!) Now 
the mission is simply to escape the mansion alive, 
while uncovering the secret of the murderers’ 
origins along the way. 

Resident Evil shows you the action through 
a variety of third-person “camera angles,” switch- 
ing from one to another, as you walk or run 
through the rooms of the mansion. Exploring 
is easy: press Up or Down to walk forward or 
backward, Left or Right to turn, X to run, and 
Oto examine whatever you're standing in front 
of. Pressing START calls up the inventory screen, 
where you can look at a map of the mansion, 
read various documents you’ve found during the 
game, or use any items you're carrying. The man- 
sion map starts blank and is automatically filled 
in as you find new rooms, making it easy to decide 
where you should explore next. 

The glorious high point of Resident Evil is 
terminating the mansion’s various undead occu- 
pants — zombies, spiders, wolves — with your 
arsenal of weapons. You start with a lowly knife 
and a 9mm handgun, but a bit of exploration 
rewards you with a shotgun, which is when the 
real fun begins. 

Resident Evil lets you play as one of two 


8.Т.А.В.8. members: Chris Redfield or Jill 
Valentine. The two characters have different paths 
through the game, and Chris is harder to play; 
he only has six item slots, while Jill has eight. 
Capcom says there are at least six possible end- 
ings in the 
game. I’ve only 


thumbs up! 


THE BOTTOM LINE 


| The verdict: Resident Evil is easily - 
| the best action-adventure for the |- 
PlayStation, with a lovely gameplay 
combination of exploration, puzzle- 
solving and zombie-splattering. And, 
hey, the beautiful graphics and sound 
don't hurt, either. Two blood-drenched 


experienced one so far, but I fully intend to keep 
playing until I see all of them. (I'm sure every- 
one who gets this game will do the same.) 

Resident Evil's graphics are, to use an unap- 
pealing mental image, hot enough to melt your 
corneas into bloody pools of Jell-O. Each room of 
the mansion is gorgeously drawn and the tran- 
sitions between the different views of each room 
are seamless, with unnoticeable half-second load- 
ing pauses. The texture-mapped polygon char- 
acters are nicely animated and layered with 
detail. (I particularly like the little puffs of smoke 
that come out of the handgun after each shot.) 
Best of all are the different ways that the zom- 
bies die: you can blow off their arms, cut off their 
legs, or stomp them in the head for a variety 
of sick thrills. 

The voice-overs are terrible, with perform- 
ers straight from the Overly Expensive Institute 
of Emotionless Speaking, and it doesn’t help that 
most of the dialogue is painfully lame. (Near the 
beginning of Jill’s quest, a S.T.A.R.S. member 
turns to her and says: “Here’s a lockpick. It might 
be handy if you, the master of unlocking, take it 
with you.”) At least the voices are bad in a campy 
way that gives the game even more of a horror- 
movie feel. The sound effects are good — your 
footsteps make different noises when you walk 
on carpet or bare floor, for example — and the 
music is used sparingly (and brilliantly) to height- 
en the tension and make a certain body part 
pucker with fear. 

The verdict: Resident Evil is easily the best 
action-adventure for the PlayStation, with a love- 
ly gameplay combination of exploration, puzzle- 
solving and zombie-splattering. And, hey, the 
beautiful graphics and sound don’t hurt, either. 
Two blood-drenched thumbs up! 


Z. Meston 


The cook is alive and well and mak- 
ing the jump from 3DO to the PlayStation! 
Accolade and Any Channel’s PO'ed is a 
Doom fan’s dream come true with more 
first person shooting action than any man 
should have the right to enjoy. 

PO’ed takes the mindless first per- 
son shooter and puts a twist to it. You 
are a cook, left alone on an alien infest- 
ed space station (sounds familiar, does- 
n’t it?). You only have one life to live (so 
to speak), and an uncanny ability to save 
your game in progress via the handy PS 
memory card. You begin the game with 
only a frying pan with which to dispatch 
enemies and you must make your way 
through the first level (and 24 more after 
that), acquiring more powerful weapons, 
health power-ups and ammunition as you 
go. Weapons include: flame throwers, 
pulse lasers, meat cleavers, an indus- 
trial power drill and much more. 

The thing that makes PO’ed unique 
is the sense of volume that you get in the 
gameplay environments. Most of the lev- 
els are five to six stories tall and you 
must use ladders, platforms and your jet- 
pack (once acquired) to negotiate the 


spaces. There is an isometric, vector map 
available on-line during gameplay and 
you will need to make liberal use of it 
... the levels are huge and can become 
confusing at times. There are door trig- 
gers to shoot, puzzles to solve, all kinds 
of bizarre, nasty aliens to kill and some 
platform action thrown іп for good mea- 
sure. It is this variety, in concept and exe- 
cution, that ultimately makes PO’ed a 
PSEXTREME must-buy. 

Graphically, the game is presented in 
the PS’s low-res mode and the texture 
maps used for wall, ceiling and floor sur- 
faces are dark and rough. In fact, they 
really look identical to the 3DO version 
of the game. (Although, it must be said 
that the frame rate in the PS game is 
much quicker.) There is limited anima- 
tion in the enemy characters and there 
are definitely better looking PlayStation 
games available on the marketplace ... 
but, that is not why we are recommend- 
ing PO’ed to our readers. 

The main reason to purchase PO’ed 
is because of the depth of the play 
mechanics and an uncompromising sense 
of “being there”. Your alter-ego can walk, 
side-step, look up and down, run, jump, 
do a Bruce Lee style reverse flip, zoom 


through the sky via the jetpack and hover 


in-place ... all under your immediate con- 
trol. There is no “full motion video", по 
bells and whistles ... just an old fash- 
ioned, “let’s kick some alien tail” kind of 
gaming expe- 

t rience. The 
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game is tough, even on the easiest level 
and it will provide all, who put the con- 
troller in hand, with many hours of great 
gameplay. 

The purchasing decision ends up being 
a simple one. If you are one of those 3DO 
owners that has upgraded to the 
PlayStation (and you already have played 
PO’ed), there is no reason for you to pur- 
chase this game. If, however, you are 
among the ever expanding “PlayStation 
only” crowd, then PO'ed will make a fan- 
tastic addition to your library - not 
because of its technology or graphics, but 
because the gameplay just doesn’t quit. 


D. Winding 


The purchasing decision ends up being a simple one. 
If you are one of those 300 owners that has upgraded 
tothe PlayStation (and you already have played PO'ed), 
there is no reason for you to purchase this game, If, how- 
ever, you are among the ever expanding “PlayStation 
only" crowd, then PO'ed will make a fantastic addition 
toyour library - not because of its technology or graph- 
ics, but because the gameplay just doesn’t quit. 
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ALIEN TRILOGY 


Having seen the short technology demo up 
and running at, probably, the last three CES 
shows as well as last May’s Eg, you could say 
Ihave been extremely curious, as well as a tad 
anxious, to see how and what Acclaim/Fox 
Interactive’s “Alien Trilogy” would shape up to 
be. Up to this point, all that had ever been shown 
was the CG rendered intro, that featured 
remarkably smooth motion-capture technolo- 
gy and nothing of the actual gameplay — this 
did not bolster my confidence. And, I’m sure 
most of you are more than familiar with 
Acclaim’s not-so-stellar “hit-and-miss” track 
record, especially when it comes to movie 
licensed games. So, with a just a hint of spec- 
ulation, I popped the shiny gold beta, that we 
had just received, into our test unit and boot- 
ed it up. My first impression ... Oh my! This 
game is freakin’ incredible! So, before I go and 
blow the review in the first paragraph, allow 
me to go into a little more detail on all of the 
cool features this first person shooter offers. 

First off, Alien Trilogy takes the basic sto- 
rylines of all three movies and rewrites them 
to fit the plot of the game. In a nutshell, the 
game starts off right at the beginning of Aliens 
(the second movie). You and a team of colonial 
marines have been sent by the “Company” 
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Options 


to, what you believe to be, a “search-and-destroy” 
mission. The colonies on LV426 have been infest- 
ed with Xenomorphs and you have been given 
a set of mission ops to carry out that, you hope, 
will lead to the eradication of the aliens. After 
the first 12 levels or so, you move onto the 
prison ward from Alien 3, where you will fight 
a new, stronger strain of Aliens. After anoth- 
er set of unbelievable levels, you head for the 
Gigeresque derelict space ship from the first 
movie, where you will face the ultimate Queen 
... amazing! This is one of the very few times 
that a game has faithfully captured the feel 
and essence of a movie dead on. 

As far as first-person shooters go, this one 
tops my list of all-time favorites and, believe 
me, I've played them all. Although the current 
crop of corridor games, such as Lucas Arts’ 
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Dark Forces and Apogee’s Duke Nuke ‘em 3D, 
feature more play mechanics, such as crouch- 
ing, jumping and the ability to look up and 
down, Alien Trilogy makes up for these defi- 
ciencies in other areas, such as the complete- 

ly amazing 

atmospheric 
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graphics and sound, being able to interact and 
blow up your surroundings and the actual “feel” 
of the game. The graphics are just unbeliev- 
able, with the smoothest 3D engine I’ve ever 
experienced and, at times, I found myself gap- 
ing in awe. One bad mark though, the actual 
enemy graphics are bitmapped and a bit pix- 
ely, but once you become immersed in the game 
— and believe me you will — it becomes vir- 
tually unnoticeable. All of the sounds from the 
movies have been incorporated into the game 
as well, including the bursts from the pulse 
rifles, the eerie blips from your tracker that 
get louder as you get closer to the enemies and 
the screams and hisses from the Aliens them- 
selves. 

Within the limited space I have, I cannot 
express enough how great of a game Alien 
Trilogy is. It had me on the edge of my seat the 
whole time I was playing and that doesn’t hap- 
pen very often. It’s extremely apparent that 
the developers at Probe have outdone them- 
selves and have captured and recreated 
essence of the Alien movie experience to а “Т”. 
So move over Doom, Alien Trilogy, is without 
a doubt, THE first person shooter to own this 
year. 
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Side-scrolling games were released by 
the dozens for the 16-bit systems, but 
they’re a rare breed on the PlayStation— 
only two of ‘em (“Gex” and “Rayman”) so 
far. U.S. Gold has now joined the fracas 
with “Johnny Bazookatone,” a game that, 
after intense playing, I can only describe 
as “Johnny B. Average.” 

There’s a very stupid plot involving 
Johnny's beloved guitar, Anita, being kid- 
napped by L. Diablo (could it be ... Satan?!), 
which provides the motivation for Johnny 
to put his booty on the line and journey 
into Hell. Johnny does all the things a side- 
scrolling character should: he runs, jumps, 
collects coins—er, musical notes, and shoots 
the bad guys with his nasty gun-guitar. 
(Like his far more interesting contempo- 
rary E worm Jim, Johnny’s bullets don’t 
appear on screen; unlike Jim, Johnny can 
only shoot in eight directions.) The gun- 
&uitar can even pick up and hold one item 
at a time, which introduces a puzzle ele- 
ment, such as the level where you gather 
keys and open doors. Except for that little 
gameplay twist, though, you've seen this 
and played this two million times before. 
Johnny B. also lacks in that most cru- 
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cial category, the control, which is too 
“loose” and results in your sliding or jump- 
ing into trouble over and over again. The 
control scheme isn’t very intuitive, either; 
here are three control set-ups, but all of 
hem feel strange. (Nothing more fun than 
dying in a game because you’re too busy 
hurling profanities at the control pad.) 
Because of its controls (and its 
European programmers), Johnny Bazooka- 
tone does have something that a lot of 
PlayStation games lack: a high difficulty 
evel. Most players won’t finish this in a 
day, or even two, because of the long stages, 
he aggressive enemies, and the continues 
that send you ALL the way back to the start 
of a level, not the start of the last stage 
you reached. If you enjoy repeated death, 
Johnny B. has a more-than-adequate sup- 


The SGI-rendered graphics are sur- 
prisingly bland and washed-out; І checked 
my monitor's brightness level, and even 
dusted the screen, but the graphics 
remained blah. The first level isn’t exact- 
ly a graphical showcase, either, taking place 
in a dark graveyard Gust like Gex, oddly 
enough). Hey, game designers: the first 
level of a game needs to “hook” the play- 
er with eye-popping visuals; you can use 


the dark, moody stuff later. The animation 
is okay, although Johnny B. himself is à 
rather small and kinda droll character. 
(Although, as someone possessed with big 
hair, I certainly admire his ‘do.) The tech- 

no-rock music 

and sound 
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effects are good and loud; there’s even a 
song from Richie Sambora of Bon Jovi, 
although I still don’t have a damn clue 
which one it was. 

The verdict: Johnny Bazookatone is 
a side-scroller that unfortunately looks and 
plays a lot like a 16-bit game. The play 
mechanics aren’t particularly original, the 
controls are finicky, the main character 
lacks charisma, and the graphics aren’t as 
marvelous as U.S. Gold wants to believe. If 
you're a side-scrolling fan, check out Gex 
or Rayman—both of which have better 
graphics and gameplay—before you rock 


Z. Meston 
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*Dude, Dude, ... Dude looks like а 
lady". So Aerosmith was making fun 
of all the “Glamrock” bands that dressed 
up in clothing a little too similar to Steven 
Tyler’s’ wardrobe. Well, I got news for 
you, Steve, babe; there’s a group of guys 
from about twelve years ago singing the 
same tune, but only the issue has 
changed. This time it’s “Dude, Dude, 
Dudes stole our concept and came out 
with an equally lame game”. Yes, the 
group involved in the original music 
group/video game debacle was none other 
than Journey, and the woeful “Journey’s 
Escape” that was released for the Atari 
2600. Man, you'd think they would learn. 

Ok, so Revolution X was a “smash” 
arcade hit, but some things just don’t 
translate to the home theater. Maybe it’s 
just me, but does anyone else think that 
these graphics could have come straight 
out of a SNES or Turbo-Grafx? We're talk- 
ing strictly 2-D here, folks, and some 
truly uninspired backdrops (and what 
the hell, foregrounds) as well. There’s 
absolutely nothing that says “Playstation” 
about this title. Shoot, the slow frame 
rate and chunky animation alone are 
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going to spell death for this game, not to 
mention the fact that the control issue 
by itself would warrant a visit from Dr. 
Jack. If ever a game should have come 
packaged with an infrared gun controller, 
this is it. After spending a few moments 
trying to get your on screen cursor in 
the correct location, you’ll be searching 
the house looking for the old NES gun 
and trying to cram it into the PSX con- 
trol slot. What’s worse, is that there are 
actually three speed settings for the cur- 
sor, yet none of them offer the control 
needed for a shooter like this. Fortunately, 
the game is so easy that you may not 
even be aware of the fact that you’re not 
hitting everything you should, at least 
not until you get to the end-of-level boss- 
es. THIS is where you'll really notice the 
lack of precision, as you must concen- 
trate on specific target points, but you 
will find no such help from the cursor, 
as it dances from side to side. What a 
disaster. 

If you’re unfamiliar with Revolution 
X and really want to know the ‘story’ 
behind it, here goes: the guys from 
Aerosmith are abducted and you’ve got 
to find them. That pretty much sums it 
up; although the instructions imply a 
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much greater cause for you to battle, I 
sincerely doubt that you'll care. The 
instructions will also tell you about the 
different weapons at your command, but 
again, who cares? The reason that I've 
actually seen 
the instruc- 
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That's right, the tell tale sign of an inferior product 
is a boxed copy for review. This means that it has 
already hit the store shelves without any prior scru- 
tinizing from the press, thus allowing a few copies to 
actually be purchased from the unknowing consumer. 
Well, if you didn’t buy it already, don't. And if you did, 
why are you reading this review? Didn’t you think 
T'd come up with the same conclusion that you did? 
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tions (they don’t usually come with 
review games) is that I've got a FIN- 
ISHED copy. 

That's right, the tell tale sign of an 
inferior product is а boxed copy for 
review. This means that it has already 
hit the store shelves without any prior 
scrutinizing from the press, thus allow- 
ing a few copies to actually be purchased 
from the unknowing consumer. Well, if 
you didn't buy it already, don't. And if 
you did, why are you reading this review? 
Didn't you think I'd come up with the 
same conclusion that you did? 


E. Winding 
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What’s this ? Two reviews for the 
price of one? You bet, and I'm sure 
you would have paid twice the cover 
price had you known. If you are one 
of the unfortunate people that got 
duped into purchasing “Jaleco’s Bases 
Loaded ‘96 Double Header" (by the 
way, what's with that TITLE?), then 
take solace in knowing that you've 
been forewarned with regard to 
Konami’s “Bottom of the 9th”. Because 
Jaleco's game was shipped before 
Christmas, with no reviewable copies 
sent to the gaming press, we didn't get 
a chance to cover the product. So, I am 
writing this review with the idea of 
righting a few wrongs in that product 
and to give a fair comparison with, 
Bottom of the 9th, in helping you make 
your purchasing decision. 

First of all, neither game has an 
MLB license — no Giants or Mets, just 
mascots likes ‘Dragons’, ‘Lizards’ and 
‘Trains’. Both games incorporate an 
MLBPA license which gives you all the 
players names and photo images, but 
Jaleco adds the 1994 statistics from 
Stats Inc. to create their player rat- 
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ings. Konami utilizes a built in “POW” 
icon that indicates the status, or phys- 
ical condition (and thus his “rating”) 
of the player. Both games allow the 
gamer to build their own players stats 
as the season goes on, along with capa- 
ble measures for keeping track of the 
league leaders, although Bottom of the 
Ninth only allows the gamer to see the 
Top 10 in each category. Bases Loaded 
‘96 has that feature as well as the abil- 
ity to see your entire teams’ individ- 
ual player stats. Aside from the 
statistical element, both games also 
share a couple of major optional flaws, 
such as the lack of an instant replay 
and the inclusion of only eight or nine 
different stadiums. 

As far as game play is concerned, 
I wish I could say that Bottom of the 
Ninth is significantly better than 
Jaleco's game. Alas, all I can add is 
that neither approach is acceptable to 
any seasoned video baseball game play- 
er. Bottom of the Ninth suffers from 
poor pitching mechanics, a serious lack 
of depth perception, backwards throw- 
ing controls, and a player/field scale 
that is comparable to the Little People 
playing on Gulliver’s baseball field. Of 
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course, Bases Loaded has this same 
defect, as well as fielding deficiencies, 
generic pitching controls, and horrif- 
ic background music (which, fortu- 
nately, can be silenced). The games 


are also 
similar in 
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If m picking a baseball game to rent, I'd go with 
Bottom of the Ninth. However, my suggestion is to 
pass on both and wait for something better — Sony, 
Accolade, EA Sports, Crystal Dynamics, VR Sports 
(Interplay), Virgin and Data East all have games 
waiting in the wings. In the meantime, ГІ just keep 
playing WSB for the Genesis, and keep thinking of 
the better baseball games to come in the future, 
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the fact that both offer complete or 
reduced season play, and position play- 
ers can only be traded for position 
players (no swapping a pitcher for a 
catcher). Neither offers a “create play- 
er” option, nor does any thought go 
into the reward for a home run — 
although good luck hitting any in 
Bottom of the Ninth, it’s almost next 
to impossible. 

There really isn’t much in Bottom 
of the 9th that would make me want 
to play it too often, let alone recom- 
mend it to a friend. If I’m picking a 
baseball game to rent, I’d go with 
Bottom of the Ninth. However, my sug- 
gestion is to pass on both and wait for 
something better — Sony, Accolade, 
EA Sports, Crystal Dynamics, VR 
Sports (Interplay), Virgin and Data 
East all have games waiting in the 
wings. In the meantime, I'll just keep 
playing WSB for the Genesis, and keep 
thinking of the better baseball games 
to come in the future. 


E. Winding 
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I will admit to being a little bit biased 
when it comes to the subject of “Need for 
Speed”. The history of the title dates 
all the way back to the original “Test 
Drive” series on the Commodore 64. This 
was the first in-the-cockpit racing game 
and it was created by Distinctive 
Software, who would one day become the 
basis for Electronic Arts’ Canadian oper- 
ation. Need for Speed is the third gen- 
eration of this benchmark family. EA 
Canada’s racing masterpiece was one of 
the platform-defining titles for the 3DO 
and one of the best games released on 
the PC in 1995. In both forms, I bet I’ve 
logged 300-400 hours of track time over 
the past year or so. My free time is in 
for another shock ... the PlayStation ver- 
sion of the game blows away its prede- 
cessors! 

For the uninitiated, Need for Speed 
puts you behind the wheel of one of eight 
different super cars, including the 
Corvette, Viper, Acura NSX, Toyota Supra, 
Porsche 911, Ferrari 518 TR, 
Lamborghini Diablo VT and Mazda RX- 
7. It offers one and two player competi- 
tion (both spilt-screen and via the Link) 
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over six different courses (seven, includ- 
ing the bonus course that becomes avail- 
able after finishing first in all six races 
during Tournament play), with Time Trial, 
Head-to-Head, Tournament and Single 
Race modes. The challenge is a simple 
one: post the lowest time on that course 
and avoid the cops and wrecking your 
prized vehicle. 

The City, Alpine and Coastal courses 
(carry-overs from the original 3DO game) 
offer three segments each, with split and 
overall times for each course. Rusty 
Springs, Autumn Valley and Vertigo Ridge 
(added when the PC game appeared last 
Fall) are closed circuits through a vari- 
ety of scenic backdrops. Options include 
being able to race the courses in the morn- 
ing, midday or evening (new to the PS 
version) and seeing the action through 
one of four vantage points: behind the 
wheel, directly behind the car, further 
behind and above the car and through 
the windshield (also new to the PS game). 

It is this windshield view that has, 
once again, rekindled my interest in NFS. 
The frame rate is blow-you-away awe- 
some, with an extraordinary sense of 
speed and an ever-present feeling of dan- 
ger (especially with the on-coming cars 


in the Head-to-Head mode ... my personal 
favorite). As opposed to the 3DO version, 
where the game was really only playable 
in the behind-the-wheel view, PS NFS is 
equally playable in all views, but the 

windshield 

perspective 


gives the best sense of speed. 

Other goodies include a great instant 
replay feature, excellent soundtrack, the 
ability to save times to your memory card 
and a car showcase that will give you 
video and detailed specs on the car of 
your fancy. My only complaint lies in 
some of the car graphics. For example, 
the 512TR has clean lines and is very 
detailed, while the Viper is rough and 
kind of looks like a rolling, blue blob ... 
very curious. It’s like the artist’s arm got 
really, really tired. 

No brainer here ... Need for Speed is 
the best racing game on a platform known 
for its racing titles. It offers the best vari- 
ety of tracks and vehicles, graphics that, 
while not as detailed as those in Ridge 
Racer, are fast and beautiful, car physics 
that are the most realistic you will find 
and gameplay that is unchallenged by 
any of the other contenders. Racing fans 
should not hesitate to purchase this game. 
It will give hours and hours of enjoyment 
and, if you are like me, impact your social 
life like no racing game before it. 


D. Winding 
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As Namco Museum: Volume #1 is being 
readied for release in America, Namco 
has already released “Volume #8” in 
Japan. This compilation CD has six 
more of their classic coin-ops titles, 
that were released in the arcades dur- 
ing the mid-eighties. On this CD are: 
Cutie — a pinball/breakout title that 
is quite challenging and fun, Gaplus — 
a little known sequel to Galaga where 
you can freely move your ship around 
the screen, as well as capture alien 
ships and then add them to your arse- 
nal, Xevious — one of Namoo's all-time 
classic shooters which spawned a 5D 
sequel; Solvalou, Grobda — a little-seen 
and extremely tough, futuristic tank 
game, Mappy — not quite as popular 
ав Pac Man was, but still to this day a 
blast to play, and lastly, Dragon Buster 
— a side-scrolling D&D type of game f BS! 85585 
that reminds us of an early Nintendo 
8bit cartridge. As in the first, the col- 
lection is a virtual trip down memo- 
ry lane, complete with real-time 3D 
movement through the Museum. [| e оғаш? GAUGE 
Namco has not confirmed an American |! hd | Ре 
ship date for this product, but we'll 
keep you posted on future develop- 
ments. 
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Japanese game developer, Asmik, just recent- 
1у released a new combat/arcade shooter titled 
*Sidewinder". Looking, sounding and playing 
very much like а “роог man's" Air Combat, 
Sidewinder has you taking to the skies in à 
variety of lethal jets, armed to the teeth with 
today's latest hi-tech weaponry. Just like Air 
Combat, Sidewinder sends you out on a vari- 
өбу of different *search-and-destroy" missions 
that propel you right into the heat of battle. 
Graphically, Sidewinder is average at best, 
with little sense of speed in relation to the 
endlessly scrolling background. There are two 
different playing perspectives, both of which 
are not very good, and, for some strange rea- 
son, your jet can not perform vertical loops. 
As of the printing of this issue, there are no 
current plans for Sidewinder to be released 
in America, and that might not be such a bad 
thing. 


3300 


ШЫП TRE BLUU е 


*Kileak the Blood 2: Reason in Madness" 
is the sequel to Sony's Kileak the DNA 
Imperative — possibly two of the goofi- 
est names ever imagined for a video game. 
Unfortunately, the first Kileak was, how 
Shall we say, pretty crappy. Thankfully, 
this new game is just short of amazing, 
with a brand new, smooth-as-silk, 3D engine 
and faster gameplay. If you’re unfamil- 
iar with Kileak, it’s a 3D corridor game, 
similar to Doom, where you don a Mech- 
suit and head out on a variety of missions. 
The missions are all pretty varied and cool, 
with some sharp full motion video seq- 
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uences thrown in between each one. We 
are quietly hoping, that if and when this 
title is translated and released in America, 
they change the name to something alto- 
&ether new, as this title doesn't deserve to 
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XING Entertainment, the programmers 
behind the fine conversion of Irem’s “In 
The Hunt”, have come up with on original 
itle by the name of “Floating Runner". At 
first glance, this game looks a little like 
Sony’s Jumping Flash, but skewed from 
behind and above your character. But, after 
a few minutes of play, it becomes appar- 
ent that it’s nothing like it at all. Floating 
Runner, basically, is a 3D-polygon, texture- 
mapped, platform/shooter, where the object 
of the game is to shoot all the little happy 
creatures, make daring jumps from plat- 
‘orm to platform and find the hidden exit. 
The graphics are vibrant and colorful (in 
a psychedelic sort of way) and the music 
is light and airy. Floating Runner is sched- 
uled to come to the states this year by 
TH*Q, most likely this Summer. At that 
time, we should have a complete review. 
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be connected with the first, because it’s so 
much better. Expect to see Kileak 2 hit 
retail shelves sometime this Summer. 


Prepare yourself 
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Total freedom! 
Cruise on foot 
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jetpack through 
25 wild 3-D 
environments. 
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monsters in 
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P 
aff 


“ро” 


ай etiv % 
_PO’ed stands £3 


< Je FE Accolade, Inc., 5300 Stevens Greek Blvd. Suite 500, San Jose, CA gua — 
PO'ed is a trademark of Any Channel, I (ізі license by, Accolade, Inc. ©1996 Any Channel, Inc. Distributed bv WEA (Warner/ Elektra/Atlantic Corp.) a Warner Music Group Company. All rights reserved. Licensed by Sony Computer 
Entertainment America for use with the Play sole. PlayStation and the PlayStation logos are trademarks ot Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


Manufactured ant А. THIS SOFTWARE 15 COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING 


= 


“Download the Demo 
http:// www.returnfire.com 


Don't just stand there. 
Return Fire on Playstation, 
Saturn and Windows 935. 


Your front line looks like Swiss cheese, 
and your tank’s in flames. If you 
don’t retreat and regroup, the-flag’s 

, going to fall. And you're gonna 
get tagged. 


In Return Fire, firepower 

is key, but strategy ; 

is what keeps you 4 
alive. From heli- i 
copters that make: Apaches 
look like Pocahontas, to 
tanks straight out-of your 

; Worst nightmares, your mission 
is to disable enemy forces, blow your 1 
way into hostile territory and retrieve. ^ = 
the flag with a ground-pounding jeep. `; - 

But this is no one-sided kill-fest. 

Your enemy is in your face trying to 

do the same thing to you. 
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With superb overall detail; . = 
| 

Res, 


. major, multimedia video, and a: 

killer Dolby* soundtrack, Return 

Fire із ап all-out, firefight that | 
keeps. you thinking all the-time. But 

don't think too long. Because there's, _.. > | 
a battalion of bad guys just Мені to.» fi 
put the tag on you. ү 
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